
Curiosity Creates Grant 
Administered by the Association for Library Service to Children 

Sponsored by Disney 

Applications must be submitted via online form by 7:00p.m. EST on Friday, September 25, 2015. 

Grant Eligibility: Please read the below information carefully to ensure that your library is eligible to 

receive this grant. Please indicate at the bottom that you have read and understand this information. 

Applicants must be public libraries; individual branches within a library system are welcome to apply 

separately. Publicly funded community-based local library systems and branches in the United States are 

eligible to apply. (includes all 50 states and Puerto Rico). Projects should start on or after October 1, 

2015 and all grant activities must be completed by May 31, 2016. Grantees are required to submit a final 

report on grant activities and program outputs and outcomes, by June 3, 2016. Grantees may be invited 

to participate in the development of a best practices publication for creativity programing in libraries. 

Selected grantees will be expected to participate in interviews and/or site visits by a consultant who will 

be developing this publication. 

Projects should be for the development and implementation of a program or series of programs to serve 

children ages 6 to 14. Projects funded through this grant cannot have an additional corporate funding 

source. Local support from non-profits and the provision of in-kind gifts including materials and/or food 

are acceptable. Projects should focus on one or more of the following seven critical components of 

creativity (as outlined by the Center for Childhood Creativity): 

1) Imagination & Originality 

2) Flexibility 

3) Decision-Making 

4) Communication & Self-Expression 

5) Collaboration 

6) Motivation 

7) Action & Movement 

For more information regarding the seven critical components of creativity please review Inspiring a 

Generation to Create: Critical Components of Creativity in Children by the Center for Childhood 

Creativity.  http://www.centerforchildhoodcreativity.org/about-us/public-resources/ 

Please check the boxes to acknowledge the following statements: 

* I certify that I have read the above grant eligibility requirements and that I am eligible and able to 

comply with the terms of this grant. 

* I certify that to the best of my ability, all of the information I have provided in this application is 

truthful and accurate. 

* I have informed my supervisor of this application and have his/her full support. 

* I have reviewed the application materials, including resources about the seven critical components of 

creativity outlined by the Center for Childhood Creativity. 

http://www.emailmeform.com/builder/form/9c4eBJTdUrq80e1e40


Current ALSC members whose applications fulfill the selection criteria will receive priority in the 

selection process. 

Are you an ALSC Personal Member? Yes 

If yes, please provide your Personal ALA Member Number. XXXXXXXXX 

Your Information 

Name:  Jill Storm and Chad Mairn 

Library Name:  Seminole Community Library at St. Petersburg College 

Library Address: 9200 113th St. N. Seminole, FL 33772 

Phone: 727-394-6917; 727-394-6915 

Email: jstorm@myseminole.com; mairn.chad@spcollege.edu 

What is the size of your library's service population? 18,000 

Please list the names of the communities your library serves. City of Seminole and Pinellas County 

residents, St. Petersburg College students, staff and faculty.  

What is the name of your proposed program? Maker Boot Camp 

What is the expected start date of your proposed program? 11/6/2015 

Applications will be reviewed and selected based upon the answers to the following questions. Selection 

criteria includes: creativity components addressed (40%), program reach (30%), project design and 

replicability (30%). 

Creativity 

Project proposals should demonstrate a clear plan for how youth will develop essential creativity skills. 

Proposed programs clearly focus on one, or more, of the seven critical components of creativity and are 

designed to inspire an imaginative spirit in participants and challenge youth beyond the program. 

Select all of the critical components of creativity that you plan to implement in your program(s). 

Imagination & Originality, Flexibility, Decision-Making, Communication & Self-Expression, Collaboration, 

and Motivation 

For each component selected, describe how you plan to implement that component of creativity within 

your program.  

Imagination & Originality - All of our sessions (e.g., video game design, 3D design/printing, circuitry 

(Raspberry Pi, Arduino, littleBits, Circuit Scribe etc.), robotics, virtual reality (Oculus Rift and Leap Motion 

Controller), and video/audio editing will strongly depend on an individual’s imagination and originality. 

For example, creating a video game without both imagination and originality won’t be fun to create 

and/or to play. Participants will be encouraged to explore their imaginations while we help facilitate 

discovery and learning.  

mailto:jstorm@myseminole.com


Flexibility - We will provide an environment where “thinking outside the box” is encouraged and we will 

emphasize that all ideas are worth pursuing and that people deserve respect for having a different point 

of view. Being open to other ideas fosters a collaborative spirit and leads to a more meaningful learning 

experience now and later in life.  

Decision-Making - Participants will have many opportunities to work in groups for the hands-on 

exercises. Making good decisions (e.g., being respectful to a group member, carefully handling the 

equipment etc.) will result in a positive experience for everyone. 

Communication & Self-Expression - Giving participants the freedom and comfort to share ideas without 

feeling judged is crucial to the creative process. The Maker Boot Camp’s major mission is all about self-

expression and communicating innovative ideas to others.  

Collaboration - Interaction will allow people to learn and grow together. Having a collaborative learning 

environment where people with common interests (e.g., science, technology, engineering, digital arts, 

and math -- STEAM) can meet, socialize, and/or collaborate while sharing innovative ideas and learning 

new skills applicable to the real world. The Maker Boot Camp is also a recruiting tool for innovators who 

believe that true learning and innovation occurs when a group of people have access to a variety of tools 

coupled with a “hive mind” that is filled with similar interests.  

Motivation - Tons of curious minds have walked through the doors of our Innovation Lab to get a 

chance to play in our “technology playground” where coloring outside the lines and making mistakes is 

encouraged. We took this concept a step further in our summer Maker Boot Camp program where 

students were highly motivated to learn everything that we presented because they got to mingle with 

other like-minded people and explore emerging technologies that they wouldn’t have had exposure to 

otherwise.  The Innovation Lab works with inventors who want to prototype their ideas and they will be 

invited to share their experiences with the Maker Boot Camp group so that they may learn firsthand 

that their idea or invention may change the world.  

What are the expected program outcomes related to creativity, curiosity, and imagination? How will 

participation in your program result in these outcomes for the children served? (Outcomes are changes 

in participants' knowledge, attitude, skills, or behavior) 

We want every child to complete one or more of the programs feeling deeply connected to the critical 

components of creativity and have a sense of “Wow, that was really cool and I learned something new 

and valuable!” Everyone who is participating should feel they have contributed to the success of a great 

program.  The Maker Boot Camp will be a hands-on and interactive program that will encourage 

children to take ownership of its successes and failures and have them complete the program feeling 

more comfortable in communicating and expressing their ideas while knowing that not everyone thinks 

alike and that’s okay.  The Maker Boot Camp does not focus on grades; instead, it encourages learning 

from mistakes and that all ideas are worth pursuing. 

Participants will also be encouraged to reflect on their learning by keeping a physical project notebook 

that we will provide to them as part of our materials budget, to include sketches, diagrams, and to 

basically capture inspiring ideas/concepts that they want to revisit later. Notebook highlights can be 

digitized and shared online for people who could not attend the program via a blog or some kind of web 

presence (e.g., an Instructables site).  



Surveys for each session will be sent out to participants to determine if the program is meeting their 

standards and to ask for constructive feedback. The survey results will be included in our final report.  

Invited speakers and volunteers who have created something during the Maker Boot Camp or within the 

Innovation Lab, will get an opportunity, if they wish, to share their ideas in 

forums/workshops/MakerFest, which will be open to everyone. 

How would this program, focusing on one or more of the seven critical components of creativity, differ 

from programs currently offered at your library?   

Do it yourself (DIY) culture has permeated into libraries giving people of all ages a chance to create 

interesting things. These collaborative learning environments, sometimes called makerspaces, are a 

perfect fit for libraries and these spaces are where people with common interests (e.g., computers, 

technology, science, and/or digital arts) can meet, socialize and/or collaborate while sharing innovative 

ideas and learning new skills. True innovation happens when people have a variety of tools to play with 

and have an ultimate goal to create and share useful things. Our Maker Boot Camp will be alive with 

creative and meaningful activities; we will inspire kids who have innovative ideas from multiple 

disciplines who believe in our mantra that true learning happens when people have a variety of options 

and solutions to turn to when creating something new and/or utilizing critical/real-world problem 

solving skills when something isn't working as planned. 

Describe any experience you or your library has had with creativity programming. During the summer of 

2015, as part of our programming for youth, we offered a five-week Maker Boot Camp for ages 10-14.  

In collaboration with St. Petersburg College staff and faculty, and the use of the Library’s Innovation Lab 

and College computer classroom lab, we were able to introduce the kids to a variety of topics including 

video game design, 3D design/printing, synthesizers, robotics, and circuitry/electronics.  Following a 

brief overview presentation, the participants had plenty of time for hands-on fun and experimentation 

with a 3D printer, 3D design software, a LEGO Mindstorms, Cubelets, MakeyMakey, Arduino and 

Raspberry Pi kits, Circuit Scribe, Snap Circuits, littleBits Synth Kit, a Leap Motion Controller integrated 

with an Oculus Rift, a homemade hologram, video game design software, and more.  

The Library’s Innovation Lab opened, thanks to a St. Petersburg College Foundation Innovation Grant, in 

the summer of 2014. The City of Seminole Library is a joint use facility in partnership with the St. 

Petersburg College, Seminole Campus.  The library houses the Innovation Lab, a makerspace facility that 

is open to the general public and offers a variety of resources, including a growing list of emerging 

technologies, books, magazines, and interested people. For a list of the lab’s current equipment and 

resources visit https://medium.com/innovation-lab-makerspace-spc/what-does-the-innovation-lab-

have-449c6d810648.    

With additional funding from the ALSC’s Curiosity Creates grant we will be able to add additional 

equipment and resources that will allow expansion of our outreach, and inclusion of more participants 

in our programming.  For additional information on the Innovation Lab, visit 

https://medium.com/innovation-lab-makerspace-spc and http://spcilab.tumblr.com/ 

 

 

 

https://medium.com/innovation-lab-makerspace-spc/what-does-the-innovation-lab-have-449c6d810648
https://medium.com/innovation-lab-makerspace-spc/what-does-the-innovation-lab-have-449c6d810648


Program Reach 

Project proposals should demonstrate a clear outreach plan for attracting children to program. 

Applications should demonstrate both the ability to reach a large quantity of participants and to ensure 

high quality contacts with youth through comprehensive programming. 

Our primary goal will be to attract the interest and participation of children in the City of Seminole 

community. This will be achieved by promoting our programs through the following: print resources 

including in-house flyers and newsletters, as well as library cooperative newsletter, and local 

newspapers; library website and library cooperative website; social media; sharing in person with 

children and families participating in current library programming; in person outreach to five local 

elementary schools and two local middle schools; outreach to area homeschool organizations and 

families. 

Throughout the Maker Boot Camp program, a collaborative learning space for people to create things 

and knowledge across multiple disciplines and interests will be constructed and modified as time moves 

on to adapt to changing interests. Participatory learning and meaningful play will allow people to be 

engaged and share ownership of the Maker Boot Camp as well as the Innovation Lab. Our community 

has several children who are doing innovative things already. This Maker Boot Camp will be a great 

space to showcase those skills. Community learning and sharing will build academic relationships and 

connections with others and will help children excel later when they grow into well-informed and 

confident middle school students and later lifelong learners. The Maker Boot Camp and the Innovation 

Lab will be a place of discovery and inquiry and artistic expression will be very important to its success. 

Allowing children to be innovative and to also make mistakes will support and enhance our library’s 

mission for lifelong learning! Innovation is the embodiment, combination, and/or synthesis of 

knowledge, so an open lab/play environment will give people a space to discover new and exciting 

things on their own. People remember things that they discover on their own (i.e., not by being told 

directly). Interaction will allow people to learn and grow together. 

The Maker Boot Camp program this past summer in partnership with the Innovation Lab was a fruitful 

“Think Tank” that gave people of various disciplines and skill sets an opportunity to create innovative 

projects! The short-term benefit would be providing more visibility to the City of Seminole residents on 

emerging technology that gives people access to these tools to create their future. This process IS the 

definition of" innovation." As the Maker Boot Camp extends beyond a summer library program and 

grows it will become an exciting collaborative learning environment where people with common 

interests will meet, socialize and collaborate while sharing innovative ideas all while learning new skills 

that they can take with them anywhere in life.  

How many individual sessions do you expect to hold, (i.e. Will this be one-time event or a series of 

sessions)? 14 sessions.  Each month, November 2015 - April 2016, will offer two sessions on one topic.  

One session will be open to the general public and the other to the homeschooling community.  

November: Video Game Design; December: 3D Design/Printing; January: Circuitry; February: Robotics; 

March: Virtual Reality; April: Video/Audio Editing.  May 2016 will feature a MakerFest celebration that 

will be open to anyone in the community. Although it won’t be required, kids will have an opportunity to 

share what they learned and/or built at the Maker Boot Camp. The MakerFest will be setup like an 

unconference where some local “maker inspired” businesses and special guest speakers will be in 



attendance too, which will motivate these kids to take what they learned even further down the road to 

personal enrichment.  

What is your expected number of participants in total?  24 participants per 2X sessions #1-6/288 total 

participants.  Session #7 will be an end-of-the-program conference/maker fest that will be open to the 

general public. The age range of children served in the program should be between ages 6 -14. Do you 

intend to focus on a specific age group within that span or the entire range?  

Grades 3-6 (ages 8-12) 

How do you plan to involve the children's families, caregivers, or schools in your project? Although the 

program is geared to children 8-12 years old parents, teachers et al. are more than welcome to 

participate as mentors, team leaders or just observers. We had a few parents and grandparents 

participate at our summer Maker Boot Camp and they were as engaged as the children.  As we provide 

outreach to our community schools we will encourage teachers and school librarians to continue sharing 

information on our Innovation Lab and the resources we have available here in the library for creative 

and interactive pursuits.  Pinellas County is host to a large homeschool community, with many families 

residing right here in the Seminole area.  We have collaborated with homeschool families in the past on 

a variety of programming to help meet their interest and needs and are excited to share our Maker Boot 

Camp with them.  

If you plan to hold more than one session, will participants be required to attend all? No.  Each session 

will serve as a standalone program, allowing for a wide range of children to have the opportunity to 

sample what our Maker Boot Camp has to offer. 

How do you plan to publicize your program(s) and recruit participants? The recent trend in makerspaces 

in libraries has quickly proved to be of great interest and value to communities.  Representing a different 

type of learning and play, they are easily promoting themselves!  The Seminole Community Library 

serves a vibrant population that is always interested in what’s new.  Through print, electronic, and face-

to-face promotion of the Maker Boot Camp on site and at area schools we are confident that we will 

reach and entice the children in our community.  

Diversity and Inclusion 

ALSC is committed to diversity and inclusion. We strongly encourage submission of program proposals 

that demonstrate a compelling and clear plan to ensure cultural competence and inclusion. Your library 

should also have a clear outreach plan to encourage program participation in underserved populations. 

Please use percentages to provide an overview of the ethnic groups represented in your service 

population. 

For community-level census data, refer to: http://factfinder.census.gov/  

The City of Seminole’s population is approximately 18,000 residents.  Figures from the Florida 

Department of Education 2013-2014 School Public Accountability Reports indicate that of the five public 

elementary schools and two public middle schools served by the City of Seminole on average 25.48% of 

students are classified as non-white and 45.36% are classified as economically disadvantaged. Our 

library serves everyone and our summer Maker Boot Camp and other library programs are indicative of 

ethic and socio-economic diversity.  

http://factfinder.census.gov/


Describe your outreach plan to underserved populations in your community. 

Our Seminole area schools are always open to hearing about new programs, resources and services that 

the library has available to the community.  We will work closely with the school media specialists by 

scheduling in-person visits to meet with all 3rd-6th grade classes in the Seminole public schools in order 

to share information on our exciting Maker Boot Camp program.  Each child will take home details on 

the program and how they can register to participate. Chad Mairn and Jill Storm also speak at 

elementary and middle schools during the Great American Teach In each year and this will be another 

great opportunity to introduce the Maker Boot Camp program.  

Our active Seminole area homeschool families are avid library users and are also eager for new 

experiences for their children.  Contact will be made directly with these families as well as with area 

homeschool organizations.    

Describe how the library is incorporating diversity and inclusion in its programming in general, and into 

the proposed program, specifically. Our library serves everyone!  For example, in last summer’s Maker 

Boot Camp we had kids from multiple ethnicities and economic backgrounds participate. What is nice is 

that participants who can’t usually afford some of these new gadgets have a welcoming opportunity to 

visit their library and get hands-on experience with a lot of emerging and creative technologies. The 

collaborative nature of our workshops allow kids to make friends and work together on projects. This 

will help them foster more meaningful relationships later in life too. The Maker Boot Camp is and will 

continue to be designed to provide a curious spark that may become a full-fledged intellectual flame 

later and burn bright well into a kid’s future. If just one kid comes to our library and gains a passion for 

something, then we did something very special!   

Community Partnerships 

Project proposals should demonstrate the library is actively working with local community partners who 

bring expertise unique to this program. Partnerships should have strong potential of continuing after the 

grant period. 

What outside organizations do you plan to work with for this program? (please list names): 

St. Petersburg College, Seminole Campus  

Pinellas County Schools 

Homeschool community 

City of Seminole  

NASA’s E/PO (Educational Public Outreach) Initiative 

Have you worked with this/these organizations in the past? Yes 

Describe how the above organization(s) will contribute to recruitment, promotion and/or 

implementation efforts. The Innovation Lab will provide the curriculum resources and will maintain the 

equipment. Pinellas County Schools and the homeschool community will help with recruitment and 

promotion. The City of Seminole and St. Petersburg College, Seminole Campus will provide the staff 



resources. NASA’s E/PO initiative will provide another outlet to share the work (i.e., written learning 

activities) that is produced through the Maker Boot Camp.  

Project Design 

The selection panel is seeking thoughtfully written program proposals with a high degree of viability. The 

project should also have the potential for replication by other libraries to encourage others to increase 

creativity programming. 

List staff who will participate in this project, including title and role as it pertains to this program.  

Chad Mairn: Information Services Librarian and Manager of the Innovation Lab 

Paul Sutton: Technology Support Specialist and Game Development instructor 

Jill Storm: Youth Services Supervisor 

Mike Bryan: Library Director 

Chris Demmons: Videographer 

Teen Volunteers 

Please list a basic work plan for this project. Along with each task that needs to be completed include 

who is responsible for the task and when it will be completed. 

October 2015: 

Jill Storm will work with the local school media specialists/librarians and teachers to recruit students and 

families to participate in programs, as well as with community homeschool organizations and families.  

Jill and her staff will also be responsible for creating and disseminating program advertising through 

flyers, websites, social media, local newspapers, etc.  All program promotion will acknowledge the 

Curiosity Creates sponsored by the American Library Association 

October 2015 - May 2016:  

Chad Mairn will continue his role as the Innovation Lab Manager, but will be responsible for writing the 

curriculum (except the Video Game Design class). Chad will be in charge of organizing and facilitating the 

Maker Boot Camp program as well as acquiring/maintaining all the materials to support the curriculum 

from the Curiosity Creates grant. 

November 2015 - May 2016 workshop overview:  

The first workshop will begin in early November and the topic will be Video Game Design. The course 

curriculum will be designed and taught by Paul Sutton, a St. Petersburg College instructor, with an 

overview of video game history and mechanics. Participants will have the opportunity to try out some 

vintage games, including Pac Man, using a joystick. The last half of the workshop will walk kids through 

making a real video game using Game Maker. Kids will be able to play with open source gaming too. We 

have access to an Ouya game console that can store homemade games for play later. Purchasing a Pixel 

Press Bloxel will combine the love of toys and video games with an innovative building experience. 

Adding other Pixel Press products, like Floors and Adventure Time Game Wizard, will give kids a chance 



to draw video games and watch them come to life. Pixel Press will help host Game Jams where groups of 

kids create games and publish them to their Floors Arcade and this will be offered as a supplement to 

the Video Game Design workshop. Jill Storm and Chad Mairn will help facilitate the class by assisting 

students as needed.  

In December, the workshop will be on 3D design and 3D printing. 3D design applications and 3D printing 

seem to have taken over the world with 3D printed cars, homes, hands, food, space tools, and so much 

more. The kids will learn what 3D printing is and how it works, will get a snapshot of some of the best 3D 

printers on the market, do some hands-on work to learn the basics of a variety of 3D design concepts 

and applications (e.g., Tinkercad, Blender etc.), study trends in digital scanning and other emerging 3D 

design/printing technologies, and will understand how to work a Monolith FreeFab 3D printer. 

Purchasing PLA and ABS filament will be part of our consumable materials budget so students can 3D 

print one of their own designs!  The course curriculum will be designed and taught by Chad Mairn with 

assistance from Jill Storm and teen volunteers. 

In January, the workshop will be an introduction to circuitry. Students will learn what an electronic 

circuit is, understand schematics, gain free access to an “electronic” book explaining electronics and 

electrical circuits, and have hands-on experience with Snap Circuits, Circuit Scribe, Arduino, Raspberry 

Pi, LightUp, and more. The students will also have an opportunity to control voltage in order to make 

and understand electronic sounds with littleBits Synth kits. Purchasing Snap Circuits, Raspberry Pi kits; 

Arduino Essentials Learning Kits; LightUp Edison and Tesla kits; and another littleBits Synth Kit, a Space 

Kit, some replacement bits and kits not yet conceived yet will insure that every kid has an opportunity to 

explore electronics. The course curriculum will be designed and taught by Chad Mairn with assistance 

from Jill Storm and teen volunteers. 

In February, the workshop will cover robotics. Our society has been interacting with robots for decades; 

plus, science fiction novels have given them a growing place in popular culture and kids love to work 

with robots!  Furthermore, consumer robot kits are becoming very popular in K-12 school programs, 

library makerspaces, and other collaborative learning spaces, as well as in people’s homes. In this 

workshop, students will define what a robot is and what they are capable of doing, understand the 

history of robots and robotics, describe the various types of robots, learn how to build a variety of 

robots (LEGO Mindstorms, Boe-Bot, EV3 etc.). This workshop will be the beginning of the library’s FIRST 

robotics league. Purchasing LEGO EV3 robots, Arduino robot kits,  

Makeblock Starter Robot Kit, Boe-Bots, more Cubelets, 4M Doodling Robots, Finch robots, Ozobots, 

WeDo Legos, Spheros, Dash and Dots, pinocc.io kits, and more will give the kids ample opportunities to 

build, program, and interact with machines and give them a head start later in life when our world 

becomes more and more robotic. The course curriculum will be designed and taught by Chad Mairn with 

assistance from Jill Storm and teen volunteers. 

In March, the workshop will cover virtual reality (VR), which is a simulated environment in three 

dimensions. VR is not new, but emerging technologies and companies like Facebook and Microsoft have 

recently pushed it back into the spotlight. There is a huge future in VR and meaningful experiences are 

being developed for it. In this workshop, students will discover what VR is and gain a brief historical 

summary of it, they will witness how VR will change everything ranging from gaming to education, they 

will learn about the various VR products coming out in 2016. The students will get a chance to 

experience the Oculus Rift with an integrated Leap Motion Controller, which will allow them to interact 



with VR. There will be a supplemental workshop on creating a personal virtual reality experience using 

Unity software with the software development kits (SDK) for the Leap Motion and Oculus Rift. 

Purchasing a Microsoft HoloLens and some VR cardboard kits will enhance the VR experience for 

everyone. The course curriculum will be designed and taught by Chad Mairn with assistance from Jill 

Storm and teen volunteers. 

In April, the workshop will be on editing audio and video and will take all the documenting footage from 

the other Maker Boot Camp workshops to create a documentary film to be premiered at our end-of-

program celebration (i.e., a MakerFest) in late May 2016. The students will learn how to 

import/edit/export video and audio in iMovie and/or Final Cut Pro. Purchasing a Canon HF R600 video 

camera, a Takstar SG598 Mic, a Magnus VT300 tripod and Newer LED 160 video light, and a Chromakey 

Green Screen Background Support Stand Kit will give students access to very good video and audio 

recording equipment and software to create a great documentary film on their Maker Boot Camp 

experience. Music they create from the littleBits portion of the circuitry class can be imported into the 

film too. Kids will be thrilled so see the final product as well as their name in the film credits.  The course 

curriculum will be designed and taught by Chad Mairn and Chris Demmons with assistance from Jill 

Storm and teen volunteers. 

In May, we will have a MakerFest that will be open to the public so they can see what has been 

accomplished at our library! We will have student demonstrations, guest speakers, vendors, food and 

refreshments, and the premier of our Maker Boot Camp documentary film! This event will be organized 

by Chad Mairn, Jill Storm, Mike Bryan, and Chris Demmons. 

November 2015 - May 2016: Chris Demmons will be the lead videographer documenting the Maker Boot 

Camp program. During the videography process, Chris will demonstrate to the kids how to properly 

shoot video. They will get hands-on opportunities to work the camera and will work on editing the final 

video during our last workshop to be premiered at the end-of-program celebration MakerFest. An 

exciting component of the video will be the original music and sounds that the kids create using the 

synthesizer and sound resources that they will learn about and experiment with during the Maker Boot 

Camp. 

Please submit your budget for this project. Any dollar amount listed in the "other" category should be 

explained below. 

Budget Outline - Each grant will be awarded in the amount of $7,500. The total amount budgeted should 

not exceed this amount.  

NOTE: this part of the form wants a dollar amount ONLY.  I am adding descriptions below. 

Amount (Not to exceed $7,500) 

Consumable materials to be used for programs:  $200.00 

Books/materials to be added to the library's collection:  $6,000.00 

Books/materials to be given to participants: $600.00 

Promotion of programs:  $200.00 

Food for programs:  $250 

Staffing for program:  $250 


